Abstract-Today's consumers demand more of what will enrich their life. They desire new products that could fulfill their needs. With the reference to the changing society and consumer -oriented trends, design today takes place in a different framework than ever before. This is where human perceptive faculties consist of five senses: visual, auditory, olfactory, taste, and tactile sense are involved. Visual is the most powerful sense for human perception followed by the auditory sense. This article attempts to find the connection between the visual and the auditory senses. In particular, the aim is to evaluate tactile evaluation, involved with the haptic experience in identifying the preferable materials for clothing. The research will propose methods in Kansei to facilitate the understanding of the different types of haptic activities involved in this testing. These structures clearly recognize and evoke specific elements in fabrics appearances and its semantic values.
INTRODUCTION
Creativity and Kansei involved the process of thinking and producing. It brings to our awareness that creativity requires passion and commitment. A product is creative when it is novel, original and appropriate. Creativity does stimulate further work and ideas to set better output for product appearance and used. Creativity fostered in design cultures that involved design thinking, and it processes. The role of designers in the industry has expanded from the initial stage of planning the design to the finalization of the function, analysis and evaluation of product feedback. Accordingly, the value of products has changed and users now expect products, which are more approachable, fitting well with their subjective expectation. One feasible way of building sustainable creativity is to understand the Kansei by evaluating human senses and experimenting the processes that are related to products.
Kansei is a Japanese term, which means psychological feeling or image of a product. Kansei Engineering (KE) refers to the translation of consumers' psychological feeling about a product into perceptual design elements, (Nagamachi, 1989) . Kansei Engineering (KE) sometimes referred to as "sensory "or "emotional usability." Emotion elicited hedonic values in the product design. This technique involves determining which sensory attributes elicit particular subjective responses from people, and then designing a product using the attributes, which elicit the desired responses, (Nagamachi 1994) . This research presents a way of evaluating textiles using Kansei methods. It provides an important contribution towards formation of creativity and Kansei which mapping the behavior-based creativity of the user. 
II. KANSEI EVALUATION
Kansei Engineering (KES) is a technique for product development (Nagamachi 1995) , which takes into account the desirable features of products, as perceived by end users themselves. The technique involves a database of the keywords, which represent consumers' feelings towards products, and then these is used to produce scales, which are then used to evaluate a number of products. A factor analysis technique used to identify those features of product design that correlate with consumers' feelings. The technique also developed to produce design rules for the development of products, and in the evaluation of prototype design With these considerations, the product such as textiles found closely related to consumers' feeling. To understand the textiles and its relation to the body therefore involves a forever provisional and constantly re-negotiable grasp of activities of seeing and making sense as social practices, largely dedicated by concepts of history, memory, permanent and impermanent, fluctuation in functions and value and generating transitive sense of pleasure and desire.
III. BEHAVIOR BASE APPROACH
To study users' perceptions in evaluating fabrics for clothing, KE type 1 are commonly used to generate perceptual maps. The basic idea is to build a multi attribute perceptual space in which each product represented by a point. Two main area are used to grasp the subjective assessments are behavior and knowledge base approach. Behavior based approach are significant in Kansei evaluation. It is a tacit extraction of user's emotion dealing with products. It attempts to discern what a person does, how they react and feel of the product.
A. Sensibility Circulation
In order to perform Kansei, the starting point is a set of product sufficiently diverse to provoke a wide range of different emotional responses. These subjective responses can be assessed using bipolar attribute rating scales. A typical attribute rating scale uses a pair of opposed term, such as simple vs. complex or soft vs. hard. Each product is rated on each attribute scale and these rating are statistically compared to provide a distribution of products across the different rating criteria. Analyzing all products rated highly on a particular characteristic allows to draw conclusions about which perceptual elements are responsible for eliciting this subjective judgments.
The senses of vision, hearing, smell, touch, and taste are the ways of orienting the perceptual apparatus of the body. The senses evoke a wide range of sensations, which transformed into perception simultaneously, (Cholewiak, R.W. & Collins, 1991). Perception provides feedback for the steering of behavior (Gibson, 1966) . Finally, sensation and perception generate the capacity of emotional, rational, ethical, artistic, literal, social, and cultural understanding, and called 'sensibility', (Gibson, J. J. 1966) Therefore, the senses exist as important factors in Kansei. It imparts forms emotional elements such as richness, pleasantness, intelligence, comfort, elegance, etc., offering users other means of interaction with objects, (Lederman, S.J. & Klatsky, R.L, 1987).
B. Visual and Tactual Sense
The study on visual and tactual sense was part of important components in Kansei evaluation. The term "tactile" refers to the sense of touch, while the broader "haptic" encompasses touch as well as kinesthetic information, or a sense of position, motion and force, (Cholewiak, R.W. & Collins, A.A., 1991). In textile perception, two senses were involved: visual and touch with hands or body contacts. Touch properties are essential for material specifications both in fashion and also in textile domains, although most of the time they are subjectively evaluated. Hollins, Faldowski, Rao and Young, (1993), used a categorization task to examine the subjective tactile dimensions of various texture stimuli, such as wood, sandpaper and velvet. From analytical point of view, physical and sensory methods are sometimes cited for tactile description of materials. The most cited dimensions are the softness versus harshness of the fabrics. The general aim of these works is to understand the Kansei and perceived touch of fabrics and typed of tactile profile. By using amateur and specialist perceptions, we expect to achieve proper descriptive mode to evaluate fabrics.
To handle flexible materials like fabric and paper, we sense the pressure variation across the fingertip. In precision manipulation, perception of skin indentation reveals the relationship between the hand and the grasped tool. We perceive surface texture through the vibrations generated by stroking a finger over the surface. The importance of activity in tactile perception is the shape and texture of objects undiscovered by touch, unless the fingers deliberately moved over the surface of the test object (Weber 1995:58) . These may explain that our kinesthetic sense to our spatial object awareness: when we move our fingers, we are certainly aware of their orientation in relation to ourselves, and these makes it is possible to judge the shape or texture of the object over which they are moving. The object forces us to change the direction of hand, so that we can feel better in predicting the object. Weber also acknowledges the relationship between the touch and vision.
This evaluation originally based on the hand touch feeling of fabrics surface textures in order to accomplish a total hand value (THV), (Nazlina, S. Terauchi, F. Kubo, M., and Aoki, H., 2001) It was graded as koshi (stiffness), numeri (smoothness), fukurami (fullness and softness), shari (crispness), hari (anti-drape stiffness), kishimi (scrooping or discord feeling), shinayakasa (flexibility with soft feeling) and sofutosa (soft feeling). These elements were the representative of fabric's tactile properties. Haptic evaluation identifies the user's needs in their fabrics for clothing. This evaluation could be defining as the transformation of the female's implicit needs and demand on clothes materials. Weber (1995) also included, lateral motion (i.e. stroking) will provide information regarding the surface texture of the object, pressure elicits information regarding the materials firmness, and contour following provides information of the object form, whilst enclosure provides data about the object's volume (Figure 2 ). The attention focuses on similar approaches rather than individual specificity.
Many types of gestures identified but the following gestures observed to be successfully and explained clearly about the samples. The first procedure involved: 1) use of the palm, flat on fabric surface, mainly related to overall quality of the fabrics such as comfort and softness,2) Fingertips, with large or small movement, mainly evaluate more detailed properties such as smooth, rough, relief or embossed and slippery,3) The used of fingertips with normal pressure were used to evaluate softness and thickness of the fabrics, and 4) Using hands or both hands for grasping the fabric to evaluate the flexibility, stiffness , crispness or softness. From the above qualitative description, the fabrics are categorized into four main groups by using cluster analysis. These cluster groups clearly justified the modes of individual observation. 
IV. DATA BASE SYSTEM
The technique involves a database of the keywords, which represent consumers' feelings and perception towards products, and then used to produce scales, which to evaluate a number of products. Factor analysis used to identify those features of fabrics that correlate with consumers' feelings. The tests conducted individually and the subjects are asked to express their preferences regarding these fabric samples. These phases were done to integrate the experts' know-how from the semantic and gestures point of view. The total hand value (THV) will be stressed to summarize the overall results gain from the subject's judges of the right fabrics appearances in clothing. The THV are bio-polar five-point scales summarized from 11 scale values and ranking numbers 1 (poor), 2 (fair), 3 (average), 4 (good) and 5 (excellent).
A. The Experiment
A fabric with different tactile properties is selected to represent the current types of fabrics. Females range from age 20 years old until 30 years old with professional experience (specialist) and amateurs in fabrics are invited to participate in the categorization evaluation. Each of them was given about 17 pieces of fabrics out of 24 fabric samples with different types of textures. The range of Kansei attributes selected to be representative of fabric's properties and the hand gestures were observed on how the participant reacts to the fabrics. These tactile properties commonly used in fabric's evaluation that represents tactile quality to the fabrics touch. Each tactile property explained as stiffness, smoothness, fullness and softness, anti-drape stiffness, crispness, discord feeling, flexibility with soft feeling and soft feeling. Seven amateur females from different kind of background were invited to participate in the categorization of the haptic evaluation. First, they were blindfolded in order to evaluate the tactile surface of the fabrics and secondly they were asked to visualize directly and evaluate the fabrics.
The hand evaluation test seeks to obtain the subjective response of human subjects as they touch, rub and squeeze the swatches of the test materials. A response form is develop to obtain the evaluator ratings and customized according to the information needed regarding the sensory tactile hand qualities of the fabric against the skin. The customized response form contains bi-polar rating scales for specifically selected adjective descriptor terms related to the hand of fabric. Cluster analysis is realized on the words coordinates on the factorial space dimensions in order to determine the groups of terms, which characterized the fabrics the best with the ranking of smooth zone, neutral zone or stiff zones. The histogram of the level index is used to choose the number of classes of fabric's tactile categories (Figure 3 ). The raw data from the evaluation distributed means scores and standard deviation for the 18 adjective pairs rated by amateur and professionals reflected that the professionals is better than the amateur to tell the fabric forms. These results reflected the different images of the females' preference in their fabrics' choices. Each of the subjects who were not an expert, refers to their experiences and visual imagination on daily basis of the products. It is very difficult to achieve proper target concerning females' physiological needs in fabric design, because there are numerous fabrics' parameters and human background to be consider. However, the result of this research has given us an idea of the targeted area in finding fabrics property for clothes. For the experts, the comfort and appearance factor plays the most important role in clothing. For the users, the appearance and fashion trend factors have the positive influence upon their evaluation; detail parameters in fabrics sometimes being neglected.
The responses of these two groups were similar with regard to the fabrics that display the 'smooth' and 'soft' typed. The image word 'easy' and 'soft', from the Sofutosa and Shinayakasa attribute often used by specialists, amateurs, and represents 41.2% of all the citations. This confirms the fact that users are not always follows the fashion trend, but they still sensitive on the fabrics' comfort. Image words such as 'pliable', 'smooth', 'high drape', 'quite' and 'light' are typical words expressed by the experts. Each image words were the representative scores for koshi (29.4%), numeri (29.4%), hari (35.3%), kishimi (29.4%), fukurami (47.1%) and shari (17.6%). The high frequency of citation by this word may used as a descriptive term as well as a hedonic term in clothing.
They explained that touch was more effective than vision for the discrimination of smooth or rough surfaces. However, touch is the more 'appropriate' sense of recognizing the fabrics properties than through visual only. It is understood that the gestures presents variations of tactile recognition and identified high and low scales from the samples given. Table 1 , explained the gestures motion found during the evaluation. These motions were observed to indicate the ability of females' in handling the fabrics. Figure 4 explained that factor exist can be defined as the highest factor showed that softosa, gloss, thickness, numeri, hari, shinayakasa, shari, kishimi and furukami are important in appraisal exis. The second category signifies the visual impressions of flexibility in which the fabrics are hold. It expressed the adjectives as koshi, force to compress, depression, tensile and weight. The overall appearance tested successfully showed the specific criteria needed in the fabrics appearances. The main criterion of fabrics for clothing focuses on the smoothness and feeling of the overall fabrics to the skin.
A. The Importance of Haptic Evaluation
The overall appearance gained from the three factor axes contribute the main visual criteria by which the specialist and amateurs judge the fabric used in traditional clothes. The fabric smoothness is of primary importance based on hand-touch feeling by both groups of subjects. The categories of descriptive terms given were mainly observed by gestures. It is well understood that the gestures presents variations of tactile recognition and identified high and low scales from the samples given. These motions were observed to indicate the ability of females' in handling the fabrics. It was found that touch and rubbing gave a stronger tactile feeling. The visual and touch evaluation was enhanced through experience when the evaluator start touching the fabrics. However, visual perception can distort a subjective property i.e. softness, especially if an evaluator has no experience with fabric. The color of the fabrics may also interfere with the evaluator's decisions 
V. CONCLUSION
The results showed the benefits of analyzing Kansei image words and gestures of both subjects. It allowed improving sensitivity in the appearance and quality choices of fabrics. These activities will enhance the touch properties as well as it recognizes Kansei aspect and developed detail sensory in fabrics descriptions. This paper demonstrated that the emotional response to product could be an interesting starting point for design project. Moreover, Kansei methods had evoked creativity in evaluating the product. By understanding the behavior base creativity, this stimulation explained clearly the females' sensory exploration towards the actual needs and concerns in product. It is important role in determining their intention for the clothes. This particular attributes can contribute to elicit emotions. Kansei design has the power of interpreting of user's emotion and feeling to create pleasure with products used. To illustrate the magnitude of interpersonal variations of demand in pleasurable and desired products, the variety factors from physiological and psychological factors should be taken. This stimulation contributes to a general understanding of creativity in design research and stimulates new design directions. 
